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machines. 



(St) a gaming or amusement machb^e (othawise Imown as a fruiT machine) has a depiay (1) having a 
fhst, reel, di^ay P) comprising a number of reels (3,4^ canying symbols (12, 13, 14) and a second, 
matrix, display (6) comprising a grid or matrix, the matrix display being adapted to display a first symbol 
(120 and a second symbol (130. The reels cany first and second reel symbols (12 and 13) corresponding 
to the firat and second matrix symbols (12' and 137 and vvhen a first or second reel symbol is visible at 
the reel display (2) after a reel spin the conesponding first or second matrix symbol appears m the 
matrix displ^ in a corresponding position in the matrix. Prizes are awarded for completed lines of 
symbols In the matrix display. 
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GAMING AND AMUSEMENT MACHINES 



This invention relates to ganging or amusemdnt-with-prizes machines of the Idnd generally icnown as fruit 
machinesT, in which a ntimlier of reels canying symbols (usually three reets, but sometimes more) are set in 
rotation and then stop In turn at random Intervals and if the resulting combination of symbols on the three (or 

6 more) reels appearing on a given line in the display, the ^win line', is one which has been designated a winning 
combination, the player receives an award or a credit Instead of actual reels, it is loiown to use other fbnms of 
display which simulate rotating reels to a grsateror lesser degree, for example the Panascope, or a video screen 
on which images of the symbols appear. Such machines will hereinaRer be refiened to as of the kind set forth. 
Many special features are provided nowadays In fruit machines. Indeed they have to some extent taken 

10 overfrom the basic game. In that most of the biggm-wins are obtained by the features rather than t)y the initial 
result when the re^s fir^ come to a halt In a so called ladder* or 'trail' feature, steps in the ladder or trail may 
be Qluminated as a result of certain symbols, e.g. symbols bearing superimposed numbers, appearing on the 
win line. When the ladder' orlrali' is completed, a jackpot prize or another feature which may result In a Jackpot 
prize may be awarded. 

16 On certain occasbns after a nornvinning game, determined for example at random or when a particular 
symbol sudi as a "7' appears on the win line, a so called 'skill stop' or 'pseudo skill stop' feature may be pro- 
vkled lo assist completion of a ladder or trafl. In a 'skill stop' or 'pseudo skill stop' feature steps In the 'lad- 
der' or trail' are aiumnnated eithersequentialiyalong the ladder* or traD'orfora brief perkxt of time at random 
positions in the ladder* or fralT and the piayer attempts to stop the feature by perfbnning a 'skOl stop' operation 

20 at the instant when the end step of the ladder* or traB' is Sluminated. In a 'pseudo skill stop' feature the machine 
ftself determines whether or not the end step of the ladder* or 'trail' is Bluminated, although it appears to the 
pl^er that the kislant the 'skiD stop' operatton Is performed detemnines whether or not the trail is completed. 

Amongst the many special features whteh are provMed nowadays In fruit machines, one which has proved 
popular Is the so-called 'nudge' feature, by wrhk:h the piayer is sometimes gh^en the opportune at the end of 

25 a game which dkl not result in a win, to advance one or more of the reels by a single step, or sometimes more 
than one step, to bring a fresh syrhbd onto the win line and thereliy change what was a toeing combination 
into a winning one. This feature may be offered apparenfly at random after a non-winning game, or a number 
'nudges' determined in one of a variety of ways may be awarded as a spedal feature after completion of 
aladder'or'traa'. 

30 One known ^pe of special feature awarded after completion of a 'ladder' or 'traO' involves tiie Qlumination 
of some ^bds in a number of rows or ccdumns of symbols representing ccN*ns, tokens or nudges and ttie 
player is given one or more 50:50 chances to link up' ttie Qluminated symbols by pressing a 'gamble' button. 
The feature ends when ttie player has exhausted ttiese chances and he is then awarded as a prize ttie total 
number of cdns, tokens or nudges which have been linked together during the feature. 
35 The aim of ttie invention b to provkle a still furttier and particulariy attractive special feature on these lines. 
According to ttie invention a gaming or amusemenMwitti-prtzes machine comprises a fiist, reel, disf^ay 
comprising a number of reels carrying symbols and a second, matrix, display comprising a grid or matrix, the 
matrix display being adapted to display a first symbol and a second symbol. 

Preferably the matrix has a plurality of display segments, such as squares, and can display first and second 
40 symbols simuttaneously in different segments. 

Preferably at least one, and most preferably each, segment is capable of displaying ttie first symbol and 
the second symbol as alternatives. The segment preferably displays only one symbol at any one time. 

A first symtx)! displayed in a segment can preferably be changed to the second symbol during the playing 
(rf the machine. 

45 The reels may cany first and second reel symbols or ottier differentiating indteia corresponding to ttie first 
and second matrix symbols, ttie appearance of ttie firet or second reel symbols in ttie reel display upon a play 
of the machine resulting in the appearance of corresponding first or second nr^trix symt>ois In the matrix. 

We prefer to have a 3 x 3 matrix, and a reel display having three reels witti a central win line and upper 
and lower adjacent lihes visible in ttie reel display (so ttiat nine symbols are visible in ttie reel display) and 
so arrange for a one-to-one correspondence between ttie positions in ttie matrix which show ttie first or second 
matrix symbols and tti positions in ttie reel display of ttie ffarst and second reel symbols or indteia 

The first and second reel symbols may be substantiaDy ttie same as, or at least representations of, ttie first 
and second matrix symbols. 

The game may have a feature whereby upon ttie winning of ttie feature all of ttie first and second matrix 
S5 symbols displayed at ttiat time In ttie matrix are changed to ttie same symbol, whk:h may be ttie firet or second 
symbol. 
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The matrix display may be held and continued over to successive spins of the reels. 
Embodiments of the Inv nfion will now be described by way of example only, with reference to the accom- 
panying drawings of which:- 

Figure 1 shows a display of a first gaming machine; and 
5 FfaureZ shows a display of a second gaming machine. 

A fruit machine has a display 1. which is shown in Figure 1, and (not shown) a start button, a cancel button, 
hold buttons, nudge buttons, a sWH-shot button, a collect button, a gamble button, and higher-lower gan^Ie 
buttons. Some of the buttons may be provided as a single button serving more than one function at different 
times during the playing of the game. 
10 The display 1 comprises a reel display 2 which has ttiree reels, 3, 4 and 5 showing various reel symbols, 
amatrixdisplay 6 comprising a 3x3 grid of nine segments 7, a fourth reel 8 wfth numbers from 1 to 12 on it, 
a ladder 9 indicating progressive prb:es, a nudge-pot counter 10, and a sic3l-shot feature 11. The reels 3, 4, 5 
carry the normal fruit symbols, plus first reel symbols of noughts 12 and second reel symbols of crosses 13. 
Each segment? <tf the matrixdisplay can dis^rf^a blank, a noughtsymbd 12^ (oomprl^ afiist matrix^bol). 
IS or a cross 13' (comprising a second matrbc symbol). 

On any spin of ttie reels 3, 4, 5 any O's orKsshown in the nine symbols visible on the reel display 2 produce 
corresponding O's orXs in corresponding positions in the matrix display 6, as shown in Rgure 1. The symbols 
displayed in the matrix 6 can be canied to ttte next play on a random or pseudo-random basis. 

The player wBI enter ttie prize ladder 9 at a level dependent upon the number of comply lines of O's or 
20 Xs shown In the matrix, from one to eight fif eight lines are possible in ttie reel display; we actually prefer to 
provide a maximum possible score of sfoc lines). The ladder has twelve prize levels. Thus the player enters ttie 
ladder 9 at ttie level corresponding to the number of the lines completed. 

When a line In ttie matrix is lit ttie player will have ttie option of 0) cdlecfing ttie win ooiresponding to ttie 
relevant entry in ttie prize ladder 6 liy pressing ttie collect buttom 
25 (iQ pressing the higher or lower button to spin the fburtti reel, reel 8. If ttie guess that the next number at 
which ttie reel 8 comes to rest will be higher or lower ttian ttie previous number Is correct the player advances 
one posttibn up the prize ladder. If the guess is wrong a lose' lamp is illuminated and the feature is terminated. 
The player ettherautomattcaOycoUects ttie prize on ttie ladder at which he already stands, or loses everyttilng 
(ttie machine can of course be adapted to provide etther resulQ. 
30 Pressing ttie higher/lower button cdso automaficaDy adds a random^pseudcMandom nuntber of nudges to 
ttie nudge-pot indicator 10. 

(iii) CoOect ttie nudge-pot This is an optton when an 'exchange' light 1 0' Is aiuminated If taken, the nuc^ 
pot wilt automattcally step the reels 3, 4, 5 to the best possible win fbr ttie given number of nudges* 

The reels 4, 5, 6 also include a "bonus* symbol 14. When ttiis appears on ttie central win line of ttie reel 
35 display the player is aw^ed one of ttie following in a random/pseudo-random manner- 

(a) Shuffle. The player may elect to shuffle ttie lit symbols In ttie matrix 6. The same number of O's and 
X's as are already Itt win be shuffled. The player may decline ttils optton by pressing the cancel button. 

(b) All Crosses. All of ttie symbols in the matrix 8 which are lit change to crosses or stay as crosses, as 
appropriate. (It could also be arranged in a modificatton for all ttie symbols to be presented as O's, or botti 

40 the O's and X's could change to the same third symboO- 

(c) Shot The unlit segments in ttie matrix 6 wfll flash at random, witti O's and X's appearing at random for 
any particular unlit segment The player is given a sicfll or pseudo-sidll chance to stop a symbol In one of 
the segments. A chance of repeat shots is provided on a random basis. 

(d) Superhold. The reels 3, 4, 5 wSI step one above ttie win line and one below ttie win line and ttie player 
45 will be able to hold any of ttie nine symbols originally in view on ttie win line, or a new symbd in ttie upper 

and lower adjacent line. He can In ttiis way enter a O or a X In ttie upper or low^ row of the matrix 6. 

(e) SIdD shot A randomly chosen unHtsegmentTfla^esettherXorOaO of ttietime, orrandomlyXorO, 
and ttie player has ttie chance to enter ttie symbol in ttiat segment if he stops ttie sidll-shot feature 1 1 at 
its maximum posifion. If the player is successful In entering the ^mbd anottier s^ment is chosen at ran- 

so dom to flash and the process repeated. It may become more dlffoiit to stop the sIdlKshct at its maximum 
as successive sklil-shotB take place, or as the matrix fills up. 

ifattti ndofanyofttiefsatures(a)to(e)on or mem fines Is an Xs or O's ttie player enters ttie ladder 
9 at ttie level corresponding to ttie total number of complete lines. 

It will be appreciated ttiat each of ttie features (1) to (ill) and (a) to () Is independ nt of ttie otfiere and any 
55 oould be modified, omitted or replaced wItti anottierfisature. Features (b), (c) and (e)are considered of parttcular 
importance to ttie dual image matrix 6 since they can use ttie abHity of the segments to how Xs or O's. 

It Is also dear ttiat th symbols in ttie matrix display do not have to be exactly tti same as those In ttie 
reel displsy. For example they could have number I's and number 2*8, or two or more diffierent reel synribols 
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may represent th same matrix symbol. 

A second macMne, the display 20 of which is shown in Figure 2. is simaar in many ways to the first machine 
and comprises a first reel display 21 . a second reel display 22, a matrix display 23, and a points Indicator 24. 

The first reel display 21 has three reels 25, 26, 27 each having a series of symbols including a variety of 
Iniit symbols and Va and shidds 29. The matrix display has nine segments 30 eadi of which can display a V 
28' ora shield 29*. V*s and Shields are entered into the matrix 23 in corresponding posftions to their appearance 
in the first reel display 21. 

The second red display 22 has three reels 31, 32, 33 which cany only three types of symbol, NTs, Shields, 
and blanks (alternatively there may be no blanks). 

When a pliyer plays the 'basib' game the reels 25, 26, 27 spin and the normal prizes ft>r a winning com- 
bination in the pay line apply, in addition, any Vs or Shields in view in the first reel display 21 are transferred 
to the matrix disfday 23. The player is awarded prizes for the number of lines of all Vs or all Shields shown in 
the matrix (prizes for a 'mbced* line may also be given rf desired). 

The player has the chok» of either taking his prize for the number of lines achieved and collecting it; taldng 
the award and gambling it; taking ttie award and transferring it to a Chib Meter; or leaving the award in the hope 
that the matrix wDI be carried on to tiie next game and that he will win an even bigger award In the next gama 

A player may also be awarded points for the number of shields or Vs In view, irrespective of their position 
In the matrix. A table of possible point allocations Is given below:- 



No. of Symbols in View Award 

(mixed symbols) 

5 2 

6 4 

7 10 

8 40 

9 100 



When a player has won four points or more he can chose to (i) cdiect tfie win or (ii) play a 'second' V and 
Shield game on tiie second reel display 22. If ttie player decides to play the V and Shield game ttie player 
choo^ a stake finom a variety of options (for example 4, 8 tM* 1 6 points) and the stake is deducted from either 
tiie Club Meter or the monetary credits the player has in tiie machine. The player ttien chooses to be elttier 
Shield or V and gambles his stake on tiie number of his chosen symbols which appear in the second reel display 
22. The more of his chosen symbols are in view tiie more he wins, and tiie greater the stake the more he wins 
for any particular number of symbols in view. For sample, if tiiree of the chosen symbols are in view the player 
may win 4, 12, or 24 points depending upon whetfier he staked 4. 8 or 16 points. The player may not win at all 
if he stakes 4 or 8 points and only 2 chosen symbols are presented in the second reel display, winning . for 
example, only 8 points for a 16 point bet A maximum winnings may be provkied so tiiat for example seven 
chosen symbols in view may pay ttie same, maximum, payout ^respective of whettier 8 or 16 points were 
staked. 

It wD be appreciated tiiat references to reels include equivalents such as electronically generated images 
of reels. 



Claims 

1. A ganring or amusement-mvith-prizes machine comprising a first, red. display (2;21) comprising a number 
of reels 0,4,525,26,27) carrying symbols (12.13,14;28.29) and a second, matrix, display (6^23) comprising 
a grid or matrix, characterised in that ttie matrix display is adapted to display a first symbol (12';280 and 
a second symbol (13':297. 

2. A rnachlne according to daimi characterised In ttiatrnatrix display (6;23) has a plural^^ 

ments (7;30) and is capableof displaying first and second symbols (12* and 13';28' and 290 simultaneously 
in different segments. 
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3. Amachin according to daim 2 characterised m that at least om 

the first and second ^bola (12' and 13';28' and 290 as alternatives. 

4. A machine according to daim 3 characterised In that said one segment displays only one s^bd at any 
onetime. 

5. A machine according to dalm 3 or daim 4 characterised in that eadi segment (7;30) of the matrix display 
is capable of displaying the first and second symbols (12* and 13'; 28' and 290 ^ alternatives. 

6. A machine according to any one of danms 2 to 5 characterised in that a first symbol (12') displ^ed in a 
segment (7) can be changed to the second symbol (13') during the playing of the machine. 

7. A machine according to any preceding daim characterised in that the reels (3,4,5;25^6^ carry first and 
second reel symbols (12 and 13; 28 and 29) or other diffimi^'ng indlda corresponding to the first and 
second matrix symbols (12* and 1 3'; 28' and 29') the appearance of the first or second reel symbds in the 
reel display (2*^1) upon a play of the machine resulting In the appearance of conesponding first or second 
matrix syrnbols bi the niatrix (6;23). 

8. A madiine according to d^ 7 which comprises a 3 x 3 matrix disf^ay, and a reel display having three 
reels with a central win line and upper and lower adjacent lines visible In tiie reel display, and the arrange- 
ment being such that there is a one4o-one correspondence between the positi(His in the matrix which show 
the f^ or second matrix symbols and the positions in the reel displsy of the first and second reel synribols 
or indicia. 

9. A machine according to any preceding daim characterised in that It is provide vidth a fieature such that 
upon the winning of the fieature all of thefir^and second matrixsymbols (12' and 13'; 28' and 290 displayed 
at that One in the matrix are changed to the same symbol, which be the first or second syntbd. 

10. A machine according to any preceding daim characterised in that the matrix display (6;23) may t>e held 
and continued over to successive spins of the reels (3,45; 25,26,27). 
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